

























past 25 years. 


SESSION LOG 
Initiate call•■• 

Dialing. • • 

Connect at 2fl-6 Kbps--. 

Local time: 03:33:05 PDT -700 

LJELCOflE TO PROTOVISION'S PRIVATE BBS- THIS IS YOUR MAIN SOURCE FOR UPDATES 
AND UTILITY PROGRAMS FROM PROTOVISION'S SOFTWARE EXPERTS. CHOOSE FROM THE 
FOLLOWING OPTIONS 

1) Company information 

2) Patches 

3) Demos 

4) Utilities 

5) Message posts 
b> E-mail 

7) Play a game 
fl) Exit 

7. - - 

SO YOU WANT TO PLAY A GAME-, HUH? TRY ONE OF OUR BRAND-NEW DEMOS BELOW- 

1) Tubular 

2) Asteroid Attack EUDU 

3) Movie Trivia Tonight 

4) NEW WAR GAME! 

5) Exit 

4... 

YOU'VE PICKED NEW WAR GAMES OUR LATEST STRATEGY SIMULATION- CONTROL MILI¬ 
TARY VEHICLES TO ELIMINATE A DANGEROUS ENEMY. MISSIONS TAKE PLACE ALL OVER 
THE WORLD- THIS UNNAMED INTERACTIVE GAME DEMO CONTAINS ONLY THREE MISSIONS. 
USE A JEEP-, APC OR TANK TO INITIATE YOUR SESSION- PLEASE CHOOSE ONE OF THE 
FOLLOWING MISSIONS: 

1) Iraq 

2) China 

3) Bosnia 

4) Exit 

3- - - 

BOSNIA HAS UNDERGONE A DRAMATIC TRANSFORMATION SINCE THE U- S--BACKED U-N- 
FORCES TOOK OVER THE. DO YOU WANT TO PLAY A GAME? 

1) Yes 

2) No 

3) Exit 

3. - - 

SORRY- YOU CANNOT END THE MISSION AT THIS TIME- INITIATE MISSION- ATTACK 
WILL COMMENCE IN THREE MINUTES- CHOOSE WEAPON TYPE: 

1) Conventional 

2) Nuclear 

3) Exit 

1- - - 

CONVENTIONAL IT IS- INITIATE LAUNCH--- 
GREETINGS-, PROFESSOR FALKEN- 
IT'S BEEN A LONG TIME- 
WOULD YOU LIKE TO PLAY A GAME? 
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will need to write down this passgrid since it is different for each mission. When you select a new mission, you 
will have to enter the passgrid for access. To complete a passgrid, simply move around the grid with the 
direction buttons and press the relevant shaped buttons to fill the grid. If the passgrid you enter is correct, the 
mission will then be highlighted and you can proceed with mission selection as normal. 

MULTIPLAYER GAME TYPES 
Cooperative 

When it comes to battles, two heads are always better than one! The same is true in WARGAMES DEFCON 1. You and 
a buddy can team up to destroy the WOPR forces or instead help WOPR end planetary warfare by eliminating the puny 
human NORAD troops. In both cases, you share units and must decide between yourselves who will command which 
troops and vehicles. One of you might handle initial assaults to wear down the enemy while the other takes a cleanup 
position. Cooperative play has plenty of variety, but you'll always get the thrill of taking on the enemy as part of a team. 


i three competitive multiplayer games in WARGAMES DEFCON 1. They can be selected once one of 15 
is has been chosen and the Briefing Screen has opened. Move left/right with the'’Directional button to 
) game type, and read the instructions for game play. The game will commence when it has finished 


type of game in which the objective is to simply wipe out all of the 


game. The objective is no longer to destroy as many of the 
jal the opponents flare from his base and get it back to 
i the fact that destroyed vehicles will regenerate, it 
e flare is destroyed, then the flare will be left there until 
Iyer. If a vehicle of the flare's owner gets to it, the flare will 
starts ail over again. Points are awarded for destroying; 
wring the flare and getting it to your own base. The game 
that point, the debriefing screen opens with the scores for 


; game except that there is no limit on 
the player's base when they are destn 
3int, the debriefing screen opens with 



MULTI PLAYER/E-MAIL 


Q)-^- E-MAIL AND BRIEFING SCREEN 

When the E-mai! symbol appears in the bottom left-hand comer of the game screen and you hear a notification that 
j you've got mail, press the SELECT button to open the E-mail page of the Briefing Screen. This will give you 

information aboutthe next objective of the current mission. This page can be read at anytime during the game by 
: pressing the SELECT button to open the Briefing Screen and then using the □ button to access the E-mail page. 

The game will be paused while the Briefing Screen is open. When you have finished reading the E-mails 
and other information, press the START button to return to the game. The Briefing Screen will also open as 
the mission is loading. Here you will be given all the information you need for the current mission. 

The Briefing Page details the background of the mission, what has triggered the need for your forces to be 
in this area and possible repercussions. 

The Objectives Page offers some brief details of the overall objectives for the current mission. This will include 
: l - the final goal of the mission, and the completion of this objective is usually critical to the ongoing war effort. 

The Vehicles Page will tell you exactly which units have been assigned to your command for the duration 
4Of the current mission, as well as which enemy units you will encounter. 

% The E-mail Page is where the individual objectives for the mission will be communicated to you. The 
: 7 Objectives must be completed in the order they are given, or you will be relieved of command for failing to 

• fbOoWtirders. ...... 

j All of the pages can be read by pressing left or right on the Directional button on the controller or the 

relevant shaped buttons corresponding to the pages as shown at the top of the screen. You also see the 
•; DEFCON meter here. The highlighted number is the current DEFCON status. (Look in the Game Play 
Functions section of this manual for an explanation of the DEFCON meter.) 

i in the bottom left-hand corner of the Briefing Screen is a window that shows the battle screen with the 
camera panning around the unit you are currently controlling and its immediate surroundings. 

On the right-hand side of the Briefing Screen is a satellite photo of the area for the current mission. This 
also acts as your in-game minimap. This will always show your units as blue dots for NORAD and red dots 
for WOPR. The current unit is shown as a flashing marker at the base of the yellow shape, which indicates 
the portion of the map being viewed in the battle screen. 

Unit Information Screen 

•4 During a battle, information on all the units appearing in the mission can be viewed from the Vehicles Page 

• ••; of the Briefing Screen. Press the X button to view this page and push up and down on the Directional but- 

, ton to cycle through all of the units. Information on the vehicles under your command will appear here, as ; 

well as the enemy units patrolling the area and any mission-critical buildings or facilities. 


MULTI PLAYER/E-MAIL 
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► GAME PLAY FUNCTIONS 

Minimap The minimap in the top right-hand corner of the screen shows an overhead view of the immediate area. 
Alt units are shown on the minimap as colored dots, while other indicators represent additional 
information. Green dots are neutral buildings and structures such as civilian houses, factories and industrial 
buildings. Red dots are always WOPR units. Large red dots are WOPR facilities. Blue dots are always NORAD units. 
Large blue dots are NORAD facilities. The flashing dot in the middle of the map is the unit currently being controlled 


aborted if the unit turns or moves away before the hack is complete. 

Call Airstrike Only certain units have the ability to use this command. It will appear in the Advanced Commands 
; menu if it is available. Before an airstrike can be called, a Marker Rare must be dropped by a Jeep, Tribike or Scout 
Drone nearthe target Once the target has been marked with the flare, select the Call Airstrike command and with- 
i drawthe unitto a safe distance. The airstrike will automatically take place, centered on the area around the flare. 



mission. 


in-game music. 


d by pressing the A. button, and the commands are activated using 
nds available to the currently controlled unit. The bottom line is a list of 
leir armor and current status. The A button can be pressed again to 
[ issuing a command. 

, this selection orders all available units to move to your position. This 
iproaching an enemy base and you need support from other units. Units will 


ir Damage power-up replenishes a percentage of the unit's total armor strength, 

I by the blue (NORAD) or red (WOPR) segment of the energy ring. As the unit A 

ge, the colored segment shrinks. When the segment is almost gone, the unit 
rrt danger of being destroyed. (Q/ 

ar: Unit Status icons - Several colored icons are below the energy ring. These icons represent 
its in your squad, each along with their status. The order of the icons corresponds to the order 
shown in the Advanced Commands menu. The colors have the following meanings: Yellow 
(), Green (executing Cali command). Red (under attack) and Blue (hacking). Pulsating colors 


PAUSE DPTIDNS 

If the START button is pressed during the game, the game will pause and four options will appear. To select an option. 

This option aborts^ current mission and takes you to the debriefing screen. From here, you can 

Push left or right on the Directional button to adjust the volume of the in-game speech. 

Volume Push left or right on the Directional button to adjust the volume of the in-game sound effects. 


by the player. The yellow shape in the middle of the minimap shows the estimated field of view of the current unit 
Letters around the edge of the minimap correspond to North, South, East and West on a compass. Arrows and 
strobing circles on the minimap correspond to the location of the mission objectives. If the objective is off the visi¬ 
ble portion of the minimap, then an arrow will indicate the direction in which you need to travel to reach the objec¬ 
tive. The strobing circle indicates the exact location of the current objective. 


► DEFCON METER 

The DEFCON meter is a timer that counts down from 5 to 1. As this happens, the enemy will become more 
aggressive. If the DEFCON status reaches 1,then airstrikes will commence on the player's base and units. 
The player can force the DEFCON status back toward 5 by destroying enemy units and bases. It is important 
that the DEFCON status is kept as close to 5 as possible, especially when attacking an enemy base. 


ENERGY RING 

A colored ring around the unit icon in the top left-hand corner of the screen indicates the current armor strength of 
that unit The armor strength will lower when hit by enemy fire or caught in the shockwave of a destroyed building. 
There are several power-ups that affect the energy ring directly. 


1: The Weapon Adrenaline power-up increases the power of the primary weapon system, thus making it 
more effective. This is shown around the normal armor ring as a set of yellow segments. This only lowers 
overtime and has no effect on the armor of the unit that collected the Weapon Adrenaline p ower-up. 

2: The Shield power-up adds an extra layer of armor to the unit, which is shown as a \ 

set of green segments outside the normal armor ring. This depletes slowly overtime, 2 l in™ | gg l igl 

but faster when taking hits from enemy fire. When it is completely gone, the normal 4 

armor ring will be affected. - jHilijJeiP 

3: This corner of the energy ring shows the secondary weapon type and a number 

that represents either the percentage of weapon strength or number of shots for the .r.7"T7?l7T" 

ammunition left in reserve. ^ ( 

4: Unit icon 

















► PDWER-UPS 

There are a number of power-ups that can be collected in the missions. They appear 
after destroying certain enemy units and facilities. The actual power-ups that appear 
are assigned randomly, but they are taken from the following four. The power-up 
collected affects the current unit. 

Repair Damage 

This power-up replenishes a percentage of the unit's armor. The percentage 
replenished depends on the type of unit that dropped the power-up when destroyed. 
A more powerful unit will release a more potent power-up, which compensates for 
the higher amount of damage inflicted during the battle with that unit. 

Secondary Weapon Reload 

Each collected power-up will reload some of the secondary weapon's ammunition, 
but will not restore the quantity above the secondary weapon's maximum. 

Shield 

This powor-up essentially gives the unit a second coat of armor. It acts as a barrier 
that decreases in power slowly over time, but quickly when taking hits from enemy 
fire or shockwaves. When the shield has been completely destroyed, the unit's 
armor will be affected by fire and shockwaves as normal. Shield strength can be 
seen as a set of green segments around the unit's armor ring. 

Weapon Adrenaline 

This power-up increases the strength of a unit's primary weapon. The effectiveness 
of the power-up slowly decreases over time as the unit uses the primary weapon. 
The time remaining in the adrenaline boost can be seen as a set of yellow segments 
around the unit’s armor ring. 
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